ELO model [7] . We performed such tests on players from kyu level to 6D, using MoGoTW playing on many computers in Taiwan in May 2012. We have then seen that in 5 games, we can estimate the strength of players somehow efficiently. This has direct applications for eLearning because evaluating Go players (by playing games) is similar to evaluating students (by proposing exercises). This time, in June 2012, each player also played only 5 games and we tried to compare three 6D players, a difficult task because they have a very similar strength. The games' results show that MoGoTW could nonetheless find out that Shang-Rong Tsai (6D) is a particularly strong 6D player. This shows that our artificial player is also able to analyze the strength of strong players. Importantly, along with this ability to evaluate the strength of humans, the computer can adaptively adjust its strength to the opponent, in order to increase entertainment, which is helpful for motivating children to learn.
 Measurement in physiological signals
Signal measurement is a good way to understand more about the difference in physiological signals between (1) normal people and Go players, (2) playing under hard and easy situation, (3) playing on small-size and big-size boards, and (4) playing usual Go and unnatural Go (kill-all Go) or blindfolded Go. In the competition, the measured physiological signals contained brain wave (electroencephalogram, EEG), skin temperature, skin conductance, heart rate, blood volume pulse, and respiratory wave during playing the game. With the collected physiological signals, it will be feasible to analyze game-level statistics to understand the variance of strategies employed by the human and computer in each game.
After a series of Human vs. Computer Go Competitions from 2008 to 2012, this event proves that artificial intelligence has improved a lot in computer Go, in particular Zen's great progress. Additionally, Prof. Nikhil R. Pal (General Chair of FUZZ-IEEE 2013) and Dr. Gary Fogel (IEEE CIS VP for Conference) also expressed their interest to continue having this kind of competition in the FUZZ-IEEE 2013 and IEEE WCCI 2014, respectively, in the future. Overall, the event in IEEE WCCI 2012 was a great success and we would like to express our heartfelt thanks to everyone who offered any help, joined, and watched the games. We would also like to sincerely thank the IEEE CIS and the organizing committee of the IEEE WCCI 2012, especially Prof. Hussein Abbass, who rendered kind support and great help. The authors would like to thank the National Science Council (NSC) of Taiwan (99-2923-E-024-003-MY3 and 101-2919-I-024-001-A1), Brisbane Marketing, and HeroIT.com for their financial support. Additionally, this work was supported by the French National Research Agency through COSINUS program (EXPLO-RA ANR-08-COSI-004) and MoGo/MoGoTW are very grateful to Grid5000 for support in parallelization and access to clusters and grids.
